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Abstract—This article discusses an ongoing study in 
determining the generic components for a conceptual design model 
of interactive computer-assisted learning that is specifically 
designed for low achieving (LA) children (iCAL4LA). These 
children need a specific learning support that can be used as an 
alternative material in their learning environment. In order to 
develop the conceptual model, this study extracts the common 
components from 15 strongly justified CAL studies. A 
comparative analysis has been conducted to determine the most 
appropriate components by using a set of specific classifications to 
prioritize the applicability. The results of the extraction process 
reveal 17 common components for consideration. Later, based on 
the pre-set justifications, 16 of them were selected as the proposed 
components for the Conceptual Design Model of iCAL4LA. In 
accordance, an initial model is proposed by considering those 
components. 
 
Index Term—Interactive Computer-Assisted Learning; Low 
Achieving Children; Conceptual Design Model; Comparative 
Analysis Method.  
 
I. INTRODUCTION 
 
In educational setting, Computer-Assisted Learning (CAL) or 
computer-based learning assistance is a beneficial tool 
regardless of learners, subjects and learning environment [1,2]. 
The development of a CAL application can be implemented in 
various concepts and approaches based on general or specific 
learner requirements, especially for primary school children.  
In Malaysian mainstream education context, 
underperforming children in primary schools are usually 
clustered in ranked-classes. The main reasons for ranking them 
include to properly and appropriately attending to them during 
teaching and learning process. However, these children feel 
demotivated during learning sessions, which leads to loss 
interest [3,4] as they face difficulties in grasping the 
fundamental concepts of reading, calculating, and writing [5-7]. 
These problems eventually deteriorate their academic 
performance in the future. This can be seen in Literacy and 
Numeracy Screening (LINUS) assessment records highlighted 
in National Key Report Area (NKRA) Lab Report by 
Performance Management and Delivery Unit (PEMANDU) [8]. 
Particularly, in 2008, they found that more than 54,000 pupils 
of year 1 and over 110,000 of year 4 had not reached the target 
for literacy and numeracy standard. Therefore, this study gives 
a proper attention for a special group of non-disabilities 
children who have difficulties to acquire fundamental 
knowledge during learning process in class, which is known as 
Low Achieving (LA) children. The issue and problem of LA 
children have been investigated as reported in a preliminary 
study [9]. 
In accordance, with the leading issue of LA children’s 
learning concern, support in a form of interactive CAL 
application [10,11] is urgently needed. It is important to 
stimulate learning interest of LA children for better learning 
experience. CAL is beneficial as it contains specific learning 
requirements, such as, the contents, learning concepts with 
adaptation of particular technique and learning approaches, 
which is customized based on the in-depth study. Many 
computer-based applications have been proposed to suffice the 
educational purposes for children and interactive multimedia is 
found as the most common concept.  
However, they are not emphasized on the LA children 
learning requirements comprehensively. Even though Mohd 
Syah, Hamzaid, Murphya, and Lim [12], Rahmah, Hafiza and 
Tengku Nazatul Shima [13], and Wan Fatimah [4] proposed 
educational learning tools for remedial children, their 
applicability was in the different context of study. Therefore, a 
specific interactive CAL for LA children with comprehensive 
components is geared as the main intention of this study.  
In line with that, the initial phase of proposing a Conceptual 
Model of Interactive Computer Assisted Learning for Low 
Achieving (iCAL4LA) children requires a systematic approach 
to extract the common components. This is the main focus of 
this paper, and the following sections explain those processes 
in detail. 
 
II. CONCEPTUAL DESIGN MODEL 
 
The main idea of a conceptual design model is based on the 
users’ requirements, which consist of various appropriate 
components. The definitions of the components depend on the 
needed attributes and users’ working environment, which 
determine the utilization of suitable technologies and theories 
[14]. Apparently, conceptual design model is an important 
initial task in delivering a useful and effective software or 
product [15], in which it can be used as a guideline by the 
software designer or developer in the implementation stage 
[16]. 
Journal of Telecommunication, Electronic and Computer Engineering 
2 ISSN: 2180-1843   e-ISSN: 2289-8131   Vol. 8 No. 8  
Based on the software’s user interface perspective, Mayhew 
[17] emphasized that conceptual model is a “general conceptual 
framework through which the functionality is presented” (p.80), 
which refers to detail design level. She stressed out the 
importance of understanding users’ mental model in order to 
develop a conceptual model.  
Meanwhile, in the teaching and learning perspective, 
Churchill [18,19]  describes conceptual model in learning 
object representation as a set of specific concepts, which is 
related to numerous attributes used to inform learning activities, 
especially in multimedia learning tool. He highlights the 
importance of a conceptual model to be embedded by a learning 
technology using graphical objects and textual representation 
by incorporating those elements with an interactive concept 
[20]. Inspired by a multimedia learning study initiated by Mayer 
[21], which includes interactivities and multimodalities, he 
emphasizes that a designer of a conceptual model must address 
three main issues of design; i) the presentation, ii) learning uses 
and iii) platform to convey it [19].  
In accordance, this study gives consideration of those 
perspectives in proposing the conceptual design model of 
iCAL4L. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
Figure 1: Summary of research activities 
 
III. METHODOLOGY 
 
In this study, comparative analysis is used to look into the 
distinct existing model in proposing the conceptual design 
model of iCAL4LA. According to Ariffin [14], every model 
consists of different features and characteristics, and it is 
important to analyze those components critically. Based on that, 
this study is conducted based on three main activities as seen in 
Figure 1. The first activity is the selection of existing studies 
that are in line with the focus of this study. The selection 
process relies on the appropriateness of those studies, which 
have been strongly justified in terms of their contribution in 
iCAL4LA model development. The extracted components were 
then tabulated and separated in columns to prioritize each 
component using comparative analysis method. The outcome of 
these activities is a set of proposed common components that 
are applicable for iCAL4LA. 
 
 
 
IV. SELECTION OF PREVIOUS STUDY 
 
Previously, many studies have been conducted to propose a 
conceptual design model by identifying relevant components of 
CAL courseware concept. It is important to justify the selection 
of the existing studies in order to determine its generic 
components, which becomes the main concern in proposing a 
new solution for LA children. In accordance to that, this section 
lists and justifies all selected models, which comprise of five 
conceptual design models of CAL (CDMc) and 10 CAL 
courseware (CALc), detailed in Table 1. The selection of those 
models is based on the specific justification as they contribute 
in the extraction of components for Conceptual Design Model 
of iCAL4LA. In order to get insight from different contexts of 
CAL courseware properties, some of the selected models also 
consider CAL for children with learning disabilities. 
 
Table 1 
 Justification of model selection 
 
Model Justification 
 CMDc 
[14] Reason of considering this model relies on its comprehensiveness as 
a conceptual design model for learning. Most of the components are 
explicitly relevant and appropriate to be adapted in this study.  
[22] This model elaborates the multisensory concept clearly in very a 
simple representation. However, the inclusion of learning technique 
and approach blended with multimedia elements significantly 
contribute to this study. 
[23] This model complements the shortage of other models, which 
exclusively outlines the specific design guideline for multimedia 
learning.  
[24] This model provides most of the common components by 
extensively describing the specific navigation and animation aspects 
that are significant to this study. 
[25] The application of this model relies on the implementation of the 
learning techniques (flash card) and multimedia learning concept 
that are applicable for LA children. 
 CALc 
[12] The pedagogical approach (EIP) and learning theories are applicable 
to be prolonged in LA children learning concept. 
[4] This model is the only study that relates to LA children. It offers 
some user interface design guidelines for better enhancement of this 
study as both refer to the same target users. 
[26] This model includes the interaction design concept that is related to 
the main concern of this study. 
[27] This model is applicable in form of the concept of remedial learning 
treatment, which is related to LA children learning problem. 
[28] This model offers several creative and interactive elements in 
designing a multimedia learning tool, which are considerable for LA 
children learning assistance. 
[29] This model consists of interaction design components that are 
related to the main concern of this study. Those elements are 
applicable as guidance in designing iCAL4LA. 
[13] This model is useful to guide the color utilization, as it is one of the 
important elements to attract the LA children’s attention.  
[30] This model consists of numerous applicable components to be 
adapted in this study. It contributes to this study in terms of learning 
context, including instructional design and development process.  
[31] This model helps to determine the common components as it 
consists of several general concepts of learning courseware. 
[32] This model is quite complex. However, the adaptation of interaction 
control is applicable as it combines multimedia elements and 
learning approaches. 
 
The justification in Table 1 explains that each model has its 
own significant impact. This can be seen as some of the models 
are related to this study in different contexts such as the 
application of learning theories, approaches, and techniques, 
Selection of previous 
studies 
(Comparative Analysis) 
Analyze, extract, and classify the 
generic components 
Propose the components of 
iCAL4LA 
studies 
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including the development process. Meanwhile, some of them 
merely contribute in very specific contexts such as user 
interface and interaction design guidelines. Particularly, they 
are significant to this study in determining and extracting the 
common components of Conceptual Design Model of 
iCAL4LA. Therefore, the following section describes the 
process as an initial activity of this study. 
 
V. COMPARATIVE ANALYSIS 
 
The initial step in proposing the common components in this 
study involved specific comparisons of the 15 studies. 
Conceptually, for this study, interactive CAL is divided into 
five main segments, which are design, content, user, 
technology, and learning segments. These segments have been 
discovered based on basic component of CAL theoretical 
concept [33] that involves the user who interacts with the 
system supported with technology that consists of learning 
content with specific design and approaches. Learning content 
means lesson materials that are designed for the users in the 
digital form according to their levels. It consists of multimedia 
elements that enable the interactivity between users and the 
system[34],[35]. Based on the analysis of each study, the 
components were extracted and weighted in order to identify 
the degree of their applicability in appropriate segments using 
comparative analysis technique, which eventually lead to the 
results detailed in Table 2.  
 
 
Table 2 
 Comparative analysis of common component of iCAL4LA 
 
Category CDMc CALc Total % 
Selected studies 1 2 3 4 5 1 2 3 4 5 6 7 8 9 10   
Design Segment 
General ʏ ʏ ʏ ʏ  ʏ ʏ  ʏ ʏ  ʏ ʏ ʏ ʏ 12 80% 
Multimedia ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ 15 100% 
Navigational ʏ ʏ ʏ ʏ  ʏ ʏ  ʏ ʏ ʏ  ʏ ʏ ʏ 12 80% 
Interaction   ʏ     ʏ  ʏ ʏ ʏ   ʏ 6 40% 
Content Segment 
Content structure ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ  ʏ ʏ ʏ ʏ ʏ 14 93% 
Content composition ʏ ʏ ʏ ʏ  ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ 14 93% 
Development process ʏ ʏ       ʏ   ʏ ʏ ʏ ʏ 7 47% 
ID model ʏ   ʏ ʏ ʏ ʏ    ʏ ʏ ʏ ʏ  9 60% 
Learning Segment 
Learning theories ʏ  ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ 14 93% 
Learning approaches ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ 15 100% 
Learning techniques  ʏ   ʏ ʏ ʏ  ʏ  ʏ ʏ ʏ   8 53% 
Learning styles  ʏ   ʏ  ʏ         3 20% 
User Segment 
Actor ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ ʏ 15 100% 
Audience ʏ               1 6% 
Technology Segment 
Hardware ʏ ʏ ʏ   ʏ ʏ ʏ ʏ ʏ ʏ  ʏ ʏ ʏ 12 80% 
Software  ʏ    ʏ ʏ ʏ ʏ ʏ ʏ  ʏ ʏ ʏ 10 66% 
Internet        ʏ ʏ       2 13% 
The next step is to classify the comparative analysis as a 
whole into segmented common components of iCAL4LA. In 
order to determine the applicable components of each segment, 
this study follows the indicators in Table 3, which are adapted 
from [14, 36]
 
Table 3 
  Indicator for classification of component 
 
Indicator Description Condition of classification 
AM All models All models apply the component (100%) 
MM Majority of models There are between, 8 to 14 models that apply the component (50-99%) 
FM Few models There are between, 1 to 7 models that apply the component (1- 49%) 
NM No model There is no model that apply the component (0%) 
♦ Compulsory to apply The component is compulsory to be applied when AM or MM appears in the row 
◊ Recommended to apply The component is recommended to be applied when FM or NM appears in the row 
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VI. RESULTS AND DISCUSSION 
 
The results of the comparative analysis were then transferred in 
a tabular form, which is listed as segments, common 
components, classification of component, and applicability in 
iCAL4LA. The applicability of each component that initially 
was found in the existing models is labeled using two types of 
indicators, representing compulsory and recommended 
conditions. Particularly, there are 17 common components that 
have been extracted from 15 models. As seen in Table 4, 12 of 
the components are devoted as “compulsory to apply”, while 
the other five are “recommended to apply”. Only one 
component is excluded from this study. It clearly shows that to 
propose a comprehensive courseware, those components 
(compulsory) are vital. Therefore, based on this stage of 
analysis, the compulsory components must be included in the 
Conceptual Design Model of iCAL4LA. Further elaborations 
of each component in the core segments are provided below
 
Table 4 
 Summary of generic components in existing models 
  
Segment Common Component Classification Extraction iCAL4LA 
Design General design MM ♦ ♦ 
 Multimedia design AM ♦ ♦ 
 Navigational design MM ♦ ♦ 
 Interaction design FM ◊ ♦ 
Content Content structure MM ♦ ♦ 
 Content composition MM ♦ ♦ 
 Development process FM ◊ ◊ 
 ID model MM ♦ ♦ 
Learning Learning theories MM ♦ ♦ 
 Learning approaches AM ♦ ♦ 
 Learning techniques MM ♦ ♦ 
 Learning styles FM ◊ excluded 
User Actor MM ♦ ♦ 
 Audience FM ◊ ◊ 
Technology Hardware MM ♦ ♦ 
 Software MM ♦ ♦ 
 Internet FM ◊ ◊ 
 
Note: ♦  Compulsory to apply       ◊  Recommended to apply  
 
A. Design Segment 
In design segment, the only interaction design is found as a 
recommended component, and the rest are compulsory to apply. 
It obviously shows that the lack of the previous models in 
highlighting this component as the gap to this study. Therefore, 
in order to provide suitable design components that are 
specifically proposed for LA children, this study includes 
interaction design as “compulsory to apply”. The general 
design, multimedia design, and navigation design components 
are consistent with the same classification condition.  
 
B. Content Segment 
The content segment consists of four common components 
that can initially be proposed in constructing the Conceptual 
Model of iCAL4LA. They are content, structure, composition, 
structure, development process, and ID model. Based on the 
comparison results, the development process component is only 
found in few models, which means it is applicable to be 
recommended as one of the common components.  
Generally, development process refers to phases in 
constructing the courseware content. It is conducted in step by 
step activities. Meanwhile, ID model refers to the instructional 
approach in developing any learning material. In a real practice, 
both are applicable to be utilized in developing a learning 
courseware. Therefore, this study decides to maintain the result 
of comparative analysis with the inclusion of ID Model. 
Besides that, any other development process can be used by the 
developers based on their preference. Regardless of any 
development methodology that the developers choose, the 
content, structure and content composition must become their 
main guidance in developing the learning content of iCAL4LA. 
 
C. Learning Segment 
Learning theories, learning approaches, learning techniques, 
and learning styles are the most common components extracted 
from this analysis. The first three components are classified as 
“compulsory to apply”, as they are important to be embedded 
in a learning material from an educational perspective. 
However, learning styles that refer to learners’ learning 
preference is only implemented in few models. It shows that in 
proposing a CAL courseware, learning style is not compulsory 
as the learning content can be designed to address the different 
types of learning characteristics. Therefore, this study decides 
to discard learning style as one of the components.  
 
D. User Segment 
The user is the main human entities that interact with the 
iCAL4LA which can be further subdivided as external 
(audience) and internal (actor) users. The concept of audience 
and actor has been introduced by [1] as human entities of RLM. 
However, only the actor component is applied by all models, 
and it shows the importance of this component to be included 
as iCAL4LA common component. In order to address the 
characteristic of LA children as the users of iCAL4LA learning 
content, this study decides to maintain audience component as 
“recommended to apply”. 
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E. Technology Segment 
The technology segment remains important, as CAL is a 
digital learning assistance that can facilitate learning process. 
Regarding this segment, the main concern of this study is to 
deliver and expose iCAL4LA content in a convenient way at 
either schools or homes. Basic requirement of an educational 
CAL is hardware and software components that serve as its 
platform. In addition, the Internet is required for a web-based 
CAL. Therefore, this study maintains the hardware and 
software components as “compulsory to apply” and the Internet 
component as “recommended to apply”. 
 
F. The Conceptual Design Model of iCAL4LA 
In addition, based on the result of comparative analysis, this 
study initially proposed the model as illustrated in Figure 2. It 
comprises all internal and external of generic components in 
iCAL4LA that were discovered in the previous stage. The 
relationship of each segment and component is represented and 
mapped by using computer folder, arrows, and boxes. The 
segments are notated using open folders which link them to 
their components. Each component is indicated with thick line 
box for “compulsory to apply” and thin line box for “not 
compulsory but recommended to apply”, which represents its 
classification in iCAL4LA. 
 
 
 
Figure 2: The initial conceptual design model of iCAL4LA 
 
 
VI. CONCLUSION AND FUTURE WORKS 
 
Overall, this article reports the on-going research in 
proposing the Conceptual Design Model of iCAL4LA, which 
requires an extensive study of the components. The 
comparative analysis process is solely depended on the 
extraction of 15 existing studies that comprise 10 CALc and 
five CDMc. The extracted components have been segmented 
into five core components of CAL, which are design, content, 
learning, user, and technology segments. Based on the 
comparative study, 17 common components have been 
determined initially.  
However, based on the delimitation of this study, only 16 
components remained as proposed components for Conceptual 
Design Model of iCAL4LA. This activity is conducted as an 
early phase in proposing the components. In line with that, an 
initial conceptual design model of iCAL4LA is proposed. 
Basically, it serves as an abstraction of the model that requires 
further study to determine the elements. Prior to that, 
consultation session needs to be conducted in order to confirm 
that the proposed components are applicable within the LA 
children’s learning environment. Therefore, in the future works, 
involvement of content experts, software developers, and 
instructional designers are crucial. They need to confirm and 
justify the applicability and suitability of the proposed 
components for Conceptual Design Model of iCAL4A. 
 
ACKNOWLEDGEMENT 
 
This research was supported by the Ministry of Higher 
Education of Malaysia (MOHE), Universiti Teknologi MARA 
Malaysia (UiTM Malaysia), and Universiti Utara Malaysia 
(UUM). 
 
REFERENCES 
 
[1] De Witte K., Haelermans C, and Rogge N. "The Effectiveness Of A 
Computer-Assisted Math Learning Program". Journal Computer Assisted 
Learning. pp. 1–24, 2014. 
[2] Pilli O. and Aksu M. "The Effects of Computer-Assisted Instruction on 
the Achievement, Attitudes and Retention of Fourth Grade Mathematics 
Students in North Cyprus". Computer & Education. vol. 62, pp. 62–71, 
2013. 
[3] Navarro J. I., Aguilar M., Marchena E., Ruiz G., Menacho I., and Van 
Journal of Telecommunication, Electronic and Computer Engineering 
6 ISSN: 2180-1843   e-ISSN: 2289-8131   Vol. 8 No. 8  
Luit J. E. H. "Longitudinal study of low and High Achievers in Early 
Mathematics". British Journal of Education Psychology. vol. 82, pp. 28–
41, 2012. 
[4] Wan Fatimah W. A., Shahrina M. N., and Nor Syafiza M. S. 
"Development of a Multimedia Courseware for Slow Learner Children 
with Reading Difficulties: MyLINUS".  Lecture Notes in Computer 
Science. vol. 8237, pp. 371–382, 2013. 
[5] Chinn S. "Mathematics Learning Difficulties and Dyscalculia. In Special 
Educational Needs: A Guide for Inclusive Practice," Peer L. and Reid G., 
Eds. London: Sage Publication. 2012, pp. 169–180. 
[6] Magnan A. and Ecalle J. "Audio-Visual Training in Children with 
Reading Disabilities". Computer & Education. vol. 46(4), 407–425, 2006. 
[7] Tambychik T. and Meerah T. S. M. "Students’ Difficulties in 
Mathematics Problem-Solving: What Do They Say?". Procedia - Social 
and Behavior Science. vol. 8, pp. 142–151, 2010. 
[8] PEMANDU (Performance Management and Delivery Unit). Literacy and 
Numeracy: Education NKRA Lab. 
[9] Ahmad S. Z. and Ariffin A. M. "Preliminary Study : An Investigation on 
Learning Assistance Requirement Among Low Achievers in Primary 
Schools". International Journal  of Computer Application. vol. 114(2), 
pp. 48–54, 2015. 
[10] Hoon T. S., Chong T. S., Ngah N. A., and Kee K. L. "The Effectiveness 
of an Interactive Courseware". Proceeding of ICICTE 2009,  2009, pp, 
530–541. 
[11] Seo Y. and Bryant D. P. "Analysis of Studies of the Effects of Computer-
Assisted Instruction on the Mathematics Performance of Students with 
Learning Disabilities". Computer & Education. vol. 53(3), pp. 913–928, 
2009. 
[12] Mohd Syah N. E., Hamzaid N. A., Murphy B. P., and Lim E. 
"Development of computer play pedagogy intervention for children with 
low conceptual understanding in basic mathematics operation using the 
dyscalculia feature approach". Interactive Learning Environment. pp. 1–
20, 2015. 
[13] Rahmah L. Y., Hafiza A., and Tengku Nazatul Shima T. P. "Affective 
Engineering of Background Colour in Digital Storytelling for Remedial 
Students". Procedia-Social and Behavioral Science. vol. 68, pp. 202–212, 
2012. 
[14] Ariffin A. M. "Conceptual Design of Reality Learning Media (RLM) 
Model Based on Entertaining and Fun Constructs". Universiti Utara 
Malaysia, 2009. 
[15] Ma J., Hu J., Zheng K., and Peng Y. H. "Knowledge-Based Functional 
Conceptual Design: Model, Representation, and Implementation". 
Concurrent Engineering. vol. 21(2), pp. 103–120, 2013. 
[16] Masri M., Mohd Nordin S., and Sulaiman S. "A Conceptual Framework 
for English Language Courseware using Storytelling Approach: Case 
Study in University Teknologi Petronas". International Symphosium 
Infomation Technology. 2008. pp.1–6. 
[17] Mayhew D. J. "Principles and Guidelines in Software User Interface 
Design". Prentice-Hall, Inc, 1991. 
[18] Churchill D. "Conceptual Model Design and Learning Uses. Interactive 
Learning Environment". pp. 1-14, 2011. 
[19] Churchill D. "Presentation Design for ‘Conceptual Model’ Learning 
Objects".  British Journal of Education Technology. vol. 45(1),  pp. 136–
148, 2014. 
[20] Churchill D. "Towards a Useful Classification of Learning Objects". 
Education Technology Research and Development. vol. 55(5), pp. 479–
497, 2007. 
[21] Mayer R. E. and Moreno R.  "Animation as an Aid to Multimedia 
Learning". Education Psychology Review. vol. 14(1), pp. 87–99, 2002. 
[22] Sidhu M. S. and Manzura E. "An Effective Conceptual Multisensory 
Multimedia Model to Support Dyslexic Children in Learning". 
International Information Communication Technology Education. vol. 
7(3), pp. 34–50. 
[23] Churcill D. "Conceptual Model Learning Objects and Design 
Recommendations for Small Screens". Journal Education Technology & 
Society,  vol. 14(1), pp. 203–216, 2011. 
[24] Norshahila I., Wan Fatimah W. A., and A’fza S. "Heuristic Evaluation of 
Malay Folktales Animated Courseware for Childhood Education". The 
3rd International Conference on User Science and Engineering (i-USEr 
2014), pp. 131–136, 2014. 
[25] Aryati B., Nor Hawaniah Z., Siti Nazirah M. Z., and AbuSafia A. H. "A 
Conceptual Model of Al-Furqan Courseware using Persuasive System 
Design for Early Learning Childhood". 8th Malaysian Software 
Engineering Conference (MySEC), pp. 336–341, 2014. 
[26] Kurvinen E., Lindén R., Rajala T., Kaila E., Laakso M., and Salakoski T. 
"Computer-Assisted Learning in Primary School Mathematics using Ville 
Education Tool". Proceedings of the 12th Koli Calling International 
Conference on Computing Education Research, 2012, pp. 39–46. 
[27] Huang T., Liu Y., and Chang H. "Learning Achievement in Solving 
Word-Based Mathematical Questions through a Computer-Assisted 
Learning System Problem-Based Learning (PBL)". Education 
Technology &  Society, vol. 15(1), pp. 248–259, 2002. 
[28] Nusir S., Izzat A., Al-Kabi M., and Sharadgah F. "Studying the Impact of 
using Multimedia Interactive Programs on Children’s Ability to Learn 
Basic Math Skills". E-Learning Digital Media. vol. 10(3), pp. 305–319, 
2013. 
[29] Jasni A. and Zulikha J. "Utilising Wayang Kulit for Deep-Learning in 
Mathematics". Proceeding of the World Congress on Engineering, 2013, 
pp. 1–6. 
[30] Zuraini Hanim Z. and Wan Fatimah W. A. "Application of Design and 
Learning Theories in Multimedia Courseware Development ‘Li2D’". 
2011 National Postgraduate Conferenc.  pp. 1–5, 2011. 
[31] Suzana B., Marina I., Ismassabah I., and Suhana M. N. "STAr: Story 
telling for Arabic Language". Proceedings - 2010 International 
Conference on Information Retrieval and Knowledge Management: 
Exploring the Invisible World, CAMP’10, 2010, pp. 143–146. 
[32] Huang Y. M., Liang T. H., Su Y. N., and Chen N. S. "Empowering 
Personalized Learning with an Interactive E-Book Learning System for 
Elementary School Students". Education Technology Research and 
Development, vol. 60(4), pp. 703–722, 2012. 
[33] Ahmad S. Z. and Ariffin A. M. "Conceptual Design Model of iCAL4LA : 
A Review and Critical Analysis of Computer Assisted Learning Concept 
in Determining The Core Segments and their Components". Information 
Science and Applications (ICISA) 2016. In Kim K. J. and Joukov N., 
(Eds.) Lecture Notes in Electrical Engineering. Springer: Singapore, 
2016, pp. 1133–1143. 
[34] Ariffin A. M. and Norshuhada S. "Conceptual Design Model of Reality 
Learning Media (RLM)". Proceedings of IADIS International Conference 
e-Society 2009.353–360, 2009. 
[35] Schittek M., Mattheos N., Lyon H. C., and Attström R. "Computer 
Assisted Learning: A Review". European Journal of Dental 
Education.2001, vol.  5(3), pp. 93–100, 2001. 
[36] Aziz N., Ariffin A. M., and Sarif S. M. "Critical Analysis in Proposing a 
Conceptual Design Model of Assistive Courseware for Low Vision 
(AC4LV) Learners". International Journal of Computer Application. vol. 
92(10), pp. 18–25, 2014. 
 
